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Reviews 


simplest, most original review section yet, even if 
we say do so ourselves. Gone are lengthy, point¬ 
less descriptions of plot. Gone are the tiny, fuzzy, 


ou need. Glorious screenshots, fabulous images, 
ital information and a clean, honest scoring sys- 
em. Our reviewers are the toughest, straight- 


Raiden Project page 80 

Fast-moving arcade perfect fun in 
the first good PlayStation shooter. 

Kileak the Blood page 84 

Doom meets Mech Warrior in 
this hot PlayStation adventure. 


MICRO REVIEWS p86 


Mortal Kombat 3 page 84 

The coin-op you've been waiting 
for, but does it live up to the hype? 

Slam N Jam page 68 

Could this be better than NBA 
Jam? It certainly gets close. 

Toh Shin Den page 70 

The fighting game that rocked the 
world. Better than Virtua Fighter? 

Ridge Racer page 72 

Racing games have never looked 
this good. But will it last? 

Cyber Sled page 74 

Namco's second 32-bit outing may 
not be the thriller you'd expect. 

Myst page 75 

Surreal adventure gets an airing 
away from the home computer. 

Gex page 76 

Crystal Dynamics reptile hero goes 


Spider-Man Animated • Genesis 
Metal Warriors • SNES 


Troy Aikman Football • Jaguar 
Immercenary • 3D0 
Double Dragon V • Jaguar 
Stargate • SNES 
Skeleton Krew • SNES 
Shut Up and Jam 2 • Genesis 















I read. The information is suspect, the reviews are heavily biased 
toward advertisers and frankly, they’re all written for children. I've 
been playing games since I first got my hands on Asteroids at the 
arcade and then purchased my first home console system which was 
an Odyssey 2 . From then on, I could never pass an arcade without 
stopping in to check out the latest games. Sure, I've been a gamer 
since I was a kid, but why are all the magazines that cover the genre 
skewed so young? 

The reason I wanted to create Ultimate Gamer was to fill a gap 
that was evident at the newsstand—an intelligent magazine written 
for men who play computer and video games. 

Sometimes it’s very difficult to describe something that’s so new. It 
will be a lot easier for me to tell you a few things that Ultimate Gamer 
is not. We’re not a seriously pretentious magazine written for industry 
insiders and developers, focusing on games that won’t be out for 
years. We won't hype the crap out of something and then dismiss it 
after it’s released. Gossip is something you can read at the super¬ 
market checkout line; game magazines don't need that kind of 
garbage. You can trust that the information you read here has been 
confirmed and verified by more than one source. Sure we’re excited 
about the 64 and 128-bit hardware that’s on the horizon—and we’ll 
be happy to write about it—when it exists. Vaporware is fun to read 
about but if I want some really good science fiction, I’ll watch Star 
Trek. We’re interested in what can be played right now. I’m not 
embarrassed to admit that not only do I not completely understand 
the technical details of gaming hardware, I find them to be irrelevant. 
Technical specs are nice, but the truth is the game’s the thing. 

The focus of Ultimate Gamer will certainly be games, except that 
you won't read about cute crap like Bubsy. Fighting games will be an 
emphasis, sports games will most certainly dominate our pages, as 
well as action games like Doom. Our coverage of sports games will 
not be relegated to some token section to appease advertisers. I 
think you will find our exclusive coverage of the Sega Saturn Sports 
lineup compelling and intelligently reported. This is just a taste of 
what you can expect when it comes to covering sports titles. 


The time for Ultimate Gamer is now. The Nintendo generation who 
grew up with.the original NES in the eighties has matured and they 
want to read about new and exciting gaming experiences. My inten¬ 
tion is that Ultimate Gamer will become your game magazine of 
choice—the one you trust when it comes to honest reviews, accurate 
lews, helpful game tips, compelling journalism and exciting features. 
Stay with us, you’ll be glad you did. 
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Nintendo draws the rattle lines 



Bullshit Bonanza 


Imagine an Ultra 64 version of 
Starfox...now wouldn’t that be nice? 
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PLAYSTATION POWERS OP 


riving game fans 
are about to get a 
really nice treat. 
Psygnosis. now 
owned by Sony 

Entertainment, have been working 
on PlayStation software longer 
than almost any other company 
and the fruits of their labour look 
very appetising indeed. Psygnosis’ 
have been famous in the past, not 
for gameplay (with the possible 
exception of Lemmings), but for 
their amazing skill in the realm of 
3D rendered graphics. That invest¬ 
ment has finall paid off. Now that 
Psygnosis can use the PlayStation 
hardware to perform these compli¬ 
cated functions in real time, their 


Perhaps the most immediately impres¬ 
sive of their PlayStation titles is the awe¬ 
some-looking Demolish 'Em Derby. This 
owes more than a doffed cap to Daytona 
USA, featuring the same radical saloon 
car racing action. Psygnosis promise that 
this will be even better than Daytona USA 
on Saturn, largely thanks to the 
PlayStation’s superior 3D capabilities. 
Psygnosis spent a great deal of time 
working on the crash mechanics and 
when those cars collide with inanimate 
objects you can almost feel your teeth fly 
straight into your butt. 

Also on the release list for late this 
year is a stunning alternative to old-timer 
F-Zero. It's called Wipeout and can best 
be described as a cross between Ridge 
Racer and Star Wars. You pilot a hover¬ 
ing, futuristic vehicle round some very 


fast, very dangerous courses, the game is 
very early at this stage, so gameplay 
details may vary wildly by the time the 
game launches. 

Crazy Ivan is a far more conventional 
offering, kind of like Doom with Robots. 
There are a fair few strategic elements to 
worry about, but for the most part, you 
have to destroy things with a big gun. No 
complaints from this department. 

Finally, Psygnosis are very proud of a 

Rigs. It looks like Tron, feels like 
Cybersled and plays like nothing else. 
Looks bizarre visually, but in a very cool, 
stylish way. All these games should show 
up before Christmas with any luck, but 
the one to hold your breath for is defi¬ 
nitely Demolish ’Em Derby. We’ll have 


















Sega and Sony Go To War 



t to be the 
that much 


best benchmark for a machine’s perfor- 
smoother than Saturn in this respect. 


Rayman is one many games that will appear 
on both PlayStation and Saturn. 
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Sony’s funky PlayStation Memory Cards 
are already a big hit in Japan, where kids 
trade ’em like baseball cards, swapping 
high scores and secret levels. 
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m GEX 2 ALREADY? 

Crystal Dynamics wonderful 3DO game Gex 
has only just hit the shelves, yet already a se¬ 
quel is in production. The programmers of 
Gex are hard at work finishing the Saturn and 
PlayStation versions, while preliminary design 
work starts on a follow up. The new game is 
expected to expand upon the themes pre¬ 
sented in the first game, evolving the con¬ 
cept a la Super Mario brothers. 



premature death. 
However, Nintendo have 
said repeatedly that they 
would Only release Instinct 
on the Ultra 64 platform. 
Quite why they'd go back 
on a promise as firm as 
that is a mystery to us. 


WHERE THE HELL 
IS VIRTUAL BOY? 

Nintendo’s weirdness knows no bounds. The 
Virtual Boy was supposed to debut early this 
year and yet there’s no sign of it. Technical 
problems? Health concerns? Or perhaps just 
nasty press coverage, not that we'd partici¬ 
pate in that kind of thing.... 


CAT CONTROL 


Furious Jaguar owners can look for¬ 
ward to getting a decent controller at 
last. Atari are launching a 6-button pad 
for their machine, which should have 
had a decent pad in the first place. The 
pad has been specifically designed for 
fighting games, which is ironic since 
there isn’t a single decent fighting game 
on the Jaguar. Still, you have to admire 
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Reach out and 
touch someone... 

what you guys are thinking. Opinions, objections, ques¬ 
tions and answers. Send us your letters and the star letter 
each month wins the game of your choice on any system. 


Smoke and Mirrors? 

Dear UG, 

We get to hear an awful lot about 
Nintendo’s so-called Ultra 64, but 
nobody's ever seen the machine. Also, 
Nintendo keep promising that Ultra 64 is 
going to be better than anything else in the 
market, but to be honest, I didn't really 
think too much of either Killer Instinct or 
Cruis'n USA. 

If that's as good as the machine can do, 
then I think I might have to spend my 
money on a PlayStation instead. I've seen 
Ridge Racer and Toh Shin Den and both 
of them outclass Killer and Cruis'n in the 
gameplay stakes. 

Also, I hear the Ultra 64 is going to be 
a cartridge machine. That sucks. You know 
the games are going to be super expen¬ 
sive, and another thing, they won't have as 
much game on them. Don't you think 
Nintendo have really messed this one up? 

—Harry Omneischer 
New York, NY 

Dear Harry, 

One thing we've learned in this industry 
over the past few years is never underesti¬ 
mate Nintendo. When the Game Boy 
arrived, there were more than a few raised 
eyebrows and frankly, the Super NES 
hardware was always better than Genesis. 
Virtual Boy is kind of mysterious, but noth¬ 
ing beats Ultra 64 for the capacity to gen¬ 
erate rumors and gossip. Nobody knows 
exactly how the finished machine will 
shape up, but Nintendo have said that it 
will improve over the hardware used in 
Killer Instinct and Cruis’n USA. 

You're right in some respects though. 
Daytona USA is a million times better¬ 
looking than Cruis'n and even the 
PlayStation Ridge Racer gives it a run for 
its money graphically. We'll just have to 
wait and see what Nintendo are hiding up 
their sleeves. 


And on the subject of cartridges, we 
couldn't agree more: They will be expen¬ 
sive and limited in capacity. Both Sony and 
Sega have technology that makes loading 
times virtually unnoticeable at best and 
bearable at worst. Nintendo should have a 
CD-based machine, but I don't think they 
will. They like to keep control over every¬ 
thing, and CD just doesn’t allow that. 

Sony or Sega? 

Dear UG, 

From all the pre-release hoopla I've seen, 
your magazine looks like it could finally 
provide us with an alternative to the myriad 
of candy-assed videogame mags aimed at 

Will you be covering the PS-X system 
once it’s available? Do you expect it to 
compare to Sega's Saturn? 

—Steve Marchese 
Palo Alto, CA 



Dear Steve, 

Well, hopefully this magazine will meet 
your expectations, since all we want to do 
is provide solid game coverage for the 
older gaming audience. What we don't 
want to do is use embarrassing language, 
overly generous review scores, or indeci¬ 
pherable screenshots. 

As far as PS-X (PlayStation) and Saturn 

they’re definitely going to be a very big 


part of this magazine. Which is better? 

Only time and the quality of software will 
tell. At the moment, things are pretty even, 
but the PlayStation does have a very big 
price advantage. 

We'll know which machine fared better 
around January 1996, after the Christmas 
sales have died down. At the moment 
though, it's open betting. 

Philips Phenom 

Dear UG, 

I saw the ad for your magazine in the last 
issue of Computer Player, but I was won¬ 
dering, will you be covering Philips CD-i? 

I haven't been able to find any statis¬ 
tics, prices or game info regarding CD-i. Is 
this because it flat out sucks, or because 
it’s just not yet big enough to warrant that 
much coverage? 

—Carl Saff 
Bloomington, IN 

Dear Carl, 

CD-i is a very interesting piece of hard¬ 
ware and where appropriate, we'll be cov¬ 
ering it. You should remember though, that 
CD-i was never designed to go head-to- 
head against Super NES or Genesis, but 
rather to create a new market, for an inter¬ 
active CD player. That it has certainly 
achieved. Admittedly software support has 
been poor in the past, but titles like Burn: 
Cycle and Chaos Control are starting to 
show what CD-i is really capable of. 

Internet Sweat 

Dear UG, 

First: Am I going to be able to buy your 
magazine anywhere in Lincoln? I read 
about it in Computer Player, but I haven’t 
seen it anywhere yet. 

Second: Are you planning on putting 
the magazine on-line? 

Third: What’s the deal with Mortal 
Kombat III? I thought it was supposed to 
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be released to arcades last month some 
time. Is the new version going to be radi¬ 
cally different from the first and second 
versions of the game? 


Lincoln, NE 


Dear John, 

You’ll be able to buy our magazine virtually 
anywhere, and if you’re reading this, you 
obviously did. As for putting the magazine 
on-line, we're certainly investigating the 
possibility and we expect to have a pres- 

The deal with Mortal Kombat III is sim¬ 
ple. After months and months of fine tun¬ 
ing, the game is finally ready and should 

good news is that it rocks, and that we 
have a full review later on in the magazine. 
The bad news is that this new version isn't 
radically different from the first two. 
However, it does play as well as, if not 
better than the prequels, and there are lots 
of new additions. 


Virtual Nonsense 

Dear UG, 

On that new Fox show, VR-5, the woman 
has a full virtual reality setup on her home 
computer. The show itself seems pretty 
lame, but the VR setup looks authentic. I 
think I even saw the Sony logo on the 
headset. Is that kind of.hardware available 
anywhere yet? 

Delafield, Wl 

Dear Thomas, 

Yes it is, in a land where all men live in 
peace and the streets are made of choco¬ 
late and the sun never sets. The tech¬ 
nology featured on VR5 is wholly fictional. 
While the systems on the show feature 
super-real graphics, sounds and smells, 
actual present-day VR systems have the 
roughly the same effect as taking drugs 

Knuckle Shuffle 

Dear UG, 

I saw your preview in VideoGames maga¬ 
zine. Will Ultimate Gamer be put out by the 
same staff that does Videogames? I think 
Videogames does a good job of covering 
the gaming scene, and I was wondering 
what you are going to do different. I also 
sent you a picture of Sonic and Knuckles. I 
hope you like it. 

—Jerry Pearset 
Salem, OR 


Dear Jerry, 

We’ll be using some 


that VideoGames do, and we loved your 
picture of Sonic and Knuckles, although 
we thought it inappropriate behavior for a 
38-year-old man. 



Ode to M2: 3Doh? 

Dear UG, 

Is the M2 going to be a system in itself, or 
just an add-on to the 3DO? I've heard con¬ 
flicting reports. Will you be doing an article 
about the M2? What the hell does “M2” 
stand for or refer to? Thanks. 

—Kelly Andersen 
Henkins, TX 


Dear Kelly, 

Initially, M2 will be an add-on cartridge for 
the 3DO, but there are plans to release an 
all-in-one machine in 1996. You can read 
more about the system in our spectacular 
feature starting on page 34. M2 is simply a 
codename for the technology. Of course, 
the system may or may not be renamed 
before its release-date. 

What's the score? 

Dear UG, 

I don't mean to come off sounding like a 
crusty, incontinent, senile old buffer, but 
back in my day, we used to have some 
pretty big scores. 

These new games don’t seem to even 
worry about high scores, it's basically this; 
Fly your spaceship, control your fighter or 
whatever, get through like (almost always) 
eight levels and that's it, game over. Used 
to be on games like Defender and Astro 
Chase and stuff, that the point was to get 
a really high score, maybe even clock it. 

So why don't new-fangled games let you 
do that? 

—Ralph Furness 
Miami, FL 

Dear Ralph, 

Like everything in this sick old world of 
ours, it’s all about money. Fact is, back in 
the olden days, coin-ops weren't that prof¬ 
itable a business. As a matter of fact, the 
average Defender player could play for up 


to an hour on a single quarter. It didn't 
take game manufacturers long to realize this 

So in came the shorter, more compact 
video games. Gone was the ability to clock 
the high-score table, the real incentive was 
to see the graphics from the various lev¬ 
els. Reach the end and that was it. Game 
over. Sucks, but what are you gonna do? 

More Good Times 

Dear UG, 

I am really looking forward to your new 

gamers magazine that treated us like we 
actually had a freakin’ brain, and I plan on 
picking it up the day it hits. 

My question is this: since you guys are 
going to be the “ultimate" source of info 

have a section of the mag on retro-gam¬ 
ing. You know, stuff like Intellivision, 
Vectrex, and Astrocade. I think that even 
though the games we are play now blow 
the old stuff away, I would still love to read 
about those classic games. After all, if it 
wasn’t for stone-age carts like Night 
Driver, we'd never have gotten to play 
awesome CDs like Ridge Racer! 

—Charles Fenton 
Los Angeles, CA 






Dear Charles, 

We absolutely agree, and that’s why we 
decided to put together our Flashback 
section, which will be devoted entirely to 
retro-gaming. Think of Flashback as your 
own personal video-game time-machine. 
You want proof? Just check out page 94 i 


Jerky Letter 

Dear UG, 

They would rub sandbaskets on my ass- 

—Saul Rosenberg 
New Jersey 

Dear Saul, 

That's quite enough of that, thank you. 
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Acclaim Gets Physical 


E ver wonder how all those 
poor, bored professional 
baseball players pass their 
time during strikes? Chicago 
White Sox player (and self- 
described videogame fan) Frank 
Thomas has been keeping himself 
pretty busy. 

He’s been hanging around Acclaim 
Entertainment’s motion capture studio, 
having his every movement picked apart 
by computers and reassembled in the 
form of a videogame. Frank Thomas “Big 
Hurt” Baseball, set for fall release, will 
feature some of the most realistic sports 
movement yet, thanks to a series of new 
developments being tested and put to 


use by techno-freaks Acclaim. 

The motion capture studio, the only 
one of its kind in the world, was created 
three years ago in anticipation of the 
new batch of CD-ROM and 64-bit sys¬ 
tems. In addition to standard green 
screen work, Acclaim engineers utilize a 
motion recording system which can map 
out and analyze up to 300 points on an 
object as they move through space. In 
Thomas’ case, 65 reflective sensors 
were attached to strategic locations on a 
black lycra body suit. Thomas donned 
the suit, stood against a black back¬ 
ground and went through a full routine of 
standard baseball moves. 

Once these motions were captured, 


basic skeletons were created upon 
which could be geometrically modeled 
any range of textures, colors and even 
facial expressions. The end result for 
Acclaim was a realistic-looking model of 
Thomas, fully capable of being rotated 

Although the technology will probably 
prove most useful in the creation of real¬ 
ity-emulating sports games, Acclaim's 
3D modeling procedures can be applied 
to any figure, from a dog to a blood¬ 
thirsty alien monster. Given the rush to 
produce better and more original sports 
games, it shouldn’t be long before any 
range of bizarre non-human creatures 
are stepping up to the plate. 
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ri\ inally, a magazine for the mature game- 
□ player! Ultimate Gamer brings you the 
U world of computer and video fighting, 
sports, strategy and action video games. It’s 
all here...from console systems like Sega, 
Super Nintendo, Sony PlayStation, Jaguar, 
3DO and CD-i to computer games on the 
standard IBM PC, Mac and PC CD-ROM. 
You’ll get comprehensive sports-game 
coverage, in-depth reviews, role-playing 
games and strategies, and much, much 
more. You won’t want to miss a single issue! 


1 year (12 issues) only $19.95 


FOR QUICKER SERVICE CALL: 

1 - 800 - 386-7595 

Credit card orders only. 

Or mail subscription orders to: Ultimate Gamer, P.O. Box 358, Mt. Morris, IL 61054 




























ardware, the games 
one of the key factors 
success of these expen- 


leamed by looking back at the 8- and 16- 
bit markets. During the time the Nintendo 
Entertainment System reigned supreme, 
the video-game market was clearly the 
domain of 8- to 14-year-old boys. The ini¬ 
tial release of the 16-bit Sega Genesis did 
little to change that, until what turned out 
to be the most important title ever for that 
system was released: Electronic Arts' 
John Madden Football. Suddenly the 20- 
year-old-and-over market was interested in 
owning a Genesis. 

EA followed up the original Madden 
game with a string of hit sports games, 




notably NHL Hockey, Bulls 
Vs. Lakers and PGA Tour 
Golf, stressing realistic 
gameplay, strategy and 
graphics, features catering 
to older game players. EA’s 
original logo, EASN 
(Electronic Arts Sports 
Network), garnered such 
recognition that the ESPN 
network asked EA to 
change it, because of the 
huge similarity, and thus EA 
Sports was bom. 

Other major players fol¬ 
lowed suit, and soon Sega 
Sports, Sport Accolade and others began 
challenging EA's dominance in the sports 
category. Sales of the Genesis exploded, 
from 1 million units in 1991 to 12 million in 
1993, and sports games now account for 
43% of all software sold for the Genesis. 

Sega is banking on this trend for its US 
rollout of the Saturn and is readying four 
solid titles to be available with the unit’s 
launch in September. Their theory is that 


‘Sports games now 
account for 43% of 
all software sold 
for the Genesis’ 


Sil 

























G et ready to hit the ice with NHL All- 
Star Hockey! While our first glimpse 
of this title was an extremely early 
one, based on everything that we've 
seen so far it looks like this could be 
the Saturn's "killer app," in much 
the same way that FIFA International 
Soccer was for the 3DO. 

Take the huge number of ways you can 
play this game as an example. In the 
Season mode, you can play a full 84- 
game season just as it would have 
occurred this year if there hadn't been 
that nasty little “work-stoppage," or you 
can choose a 50-game season where you 


play each team twice, or a 25-game sea¬ 
son where each team is played once. 
Make it to the playoffs and you can either 
play the traditional Best of Seven series 
or opt for single game elimination. If 
you're only interested in playing just the 

your own custom playoff tree where you 
select the teams and initial match-ups. 

Before you're ready for season play, 
however, you'll want to play a few exhibi¬ 
tion matches to get the feel of things or 
select the Drills option, which lets you 
work on particular scenarios, such as two- 
on-one, three-on-one, or power play situa¬ 


tions. Custom drill options let you config¬ 
ure any situation you can come up. You 

until you feel you've got it right. 

If you’re into multi-player games, NHL 
All-Star Hockey was made for you. By 
using two 6-player multi adapters, you and 
eleven of your closest friends can play full 
6-on-6 hockey, where each participant 
plays a specific position, including goalie! 

If you're playing alone there's also a Role- 
Playing mode where you play a specific 
position the entire game. This allows you 
to experience the game as it is really 
played; for example you could pass the 
















puck off to one of your team¬ 
mates, position yourself in 
front of the goal and then 
"call” for the puck. 

There are 19 different 
camera angles the game can 
be played from, made up 
mainly of left-to-right side 
scrolling and top-to-bottom 
vertical scrolling viewpoints 
with different camera heights. 

One of the most innovative, however, is 
the "first-person" viewpoint (sort of 
“DOOM meets the NHL"). Here the per¬ 
spective is that of the skater's eyes as 

“In the Season 
mode, you can 
play a full 84- 
game season” 

you move down the ice with the puck just 
in front of you. What makes this viewpoint 
particularly interesting is the ability to look 
over your left or right shoulder via the 
“flipper” buttons without changing the 
direction you're skating. All eight con¬ 
troller buttons will be used extensively 
and in different ways during the game, 
giving you greater control over the types 
of shots and checks you can perform. 


Mike Meischeid, the 
game's producer at Sega 
of America, worked closely 
with several different organiza- 

video game of his favorite sport. 

Besides obtaining NHL and 
NHLPA licenses to include all 
the real teams and players, 

Mike enlisted the help of the 
Hockey Hall of Fame so gamers 
could learn some of the history 
of the sport. Sega went on loca¬ 
tion at the Hall of Fame and 
filmed a “video walk-through" 

Hall highlights, which is shown 
after you win the Stanley Cup. 

As a way to create some “payback” for 
players, the entire video can only be seen 
if you win the Cup in the Full 84-game 
season mode; winning the cup in any of 
the other modes shows shorter versions 
of the video. 


The Hall also provided the pieces of 
highlight footage that are shown during 
Marv Albert's “Player Spotlight" seg¬ 
ments that occur during the second inter¬ 
mission. As Marv does the narration you’ll 
see highlights from last year's season, 
such as goal number 802 for Gretzky. 
Another use of full-motion video is the 
Locker Room report, hosted by Coach 
Jacque Labou. Based on your team’s per¬ 
formance in the first period, the coach will 
point out the things you’re doing wrong, 
i.e. giving up too many short-handed 
goals, too many penalties, etc. Over 30 
different humorous 
segments of the 

Labou were filmed. 

All in all, the level 
of depth, detail and 
playability rank this 
as one of the best 
sports games ever 
to show up outside a 
real stadium. If this 
doesn't kick-start the 
Sega Saturn, then 
maybe nothing will. 
This is hockey. Pure 
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I orldwide Soccer will be the game Tournament modes: Bronze (Best of 4), 

that 3DO owners take a particular Silver (Best of 8), and Gold (Best of 12). 

interest in, since FIFA International In the Bronze and Silver Cups you can 

Soccer for the 3DO is widely con- choose which teams compete in the tour- 

sidered the soccer game to beat nament; in the Gold Cup all teams com- 
a showcase for 32-bit sports gaming. pete. There's even a Penalty Shoot-Out 
mode where you can hone your clutch 
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Before your team takes to the field you 
can adjust your starting lineup and select 
one of four different tactics: Offense, 
Defense, Counter and Normal. Other 

“FIFA Soccer for 
the 3D0 is 
considered the 
soccer game 
to beat” 

coaching options include six different for¬ 
mations and putting your defensive play¬ 
ers in either a ‘line’ or 'sweeper' configu¬ 
ration. Goal Keepers can be controlled 
either manually or by the computer. 

After watching the players run onto the 


player response to the controller is 
extremely accurate, without any frustrating 
delays to button presses. Thanks to the 
shoulder tackle move you can make some 
contact with other players in an attempt to 
steal the ball, but if you perform a sliding 
tackle from behind you can expect to see 
the SGI-rendered referee pop up and 
penalty card. 

Worldwide Soccer is 

non-stop, bu 

intly on the 
market. For example, there are few games 
that allow you 
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was released, and for many it's the only 
game they ownl 

With that in mind, Sega and T&E Soft 
have upgraded their venerable Pebble 
Beach Golf Links title to take advantage 
of the Saturn’s hardware capabilities. Full 
motion video is used extensively in the 
game, from 
the impres¬ 
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performance if you play with him! 

The game's graphics feature photo¬ 
realistic details, from the digitized golfers 
and “gallery'' crowds to the textured fair¬ 
ways and greens. Golf is superbly animat¬ 
ed, especially your surrogate golfer who 
places his ball on the tee, confers with his 
caddie, and holds his putter in front of him 
when trying to determine the lay of the 
green. Touches like the turf flying from a 
divot and the cloud movement accurately 
reflecting the indication on the wind mete 
enhance the realism further. 

The controls are similar to most golf 
games; tee up and set your aim to adjust 
for wind and obstacles, choose the 
















for the new 


system...” 


“Dad is the guy 
with the $500 
that can pop 
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Planet 


Or how Sega plans to rule the world with 
Saturn technology . The question is: Could 
this be too little, and much too late? 




Genesis fitted the target market per¬ 
fectly, a cool system, cool games and 
excellent marketing. Now Saturn is going 
to have to repeat that success. Sony 
however, have other plans for Saturn.To 
date, Sony are committed to a lower 
price and a more competitive software 
line up for their PlayStation. In Japan, this 
has already caused a considerable 
amount of grief on the shelves. 

Sega claim to have outsold PlayStation 
by 30%, and Sony claim similar success 


for their machine? So who 
do you believe? Well, our 
retail sources suggest 
that PlayStation is in fact 
ahead, but not by 30%, 
and the balance shifts 
with the release of each 
new game. Expect Saturn to 
do some catching up when 
Daytona (huge in Japanese 
arcades) is released. 

So what are the problems 
with Saturn? Well, it’s powerful, 
that cannot be denied, but the dual 
processor architecture is proving 
problematic. Most games fail to take 
advantage of the second processor 
when moving graphics around, instead 
using the second chip for cursory tasks, 
like decompression or sprite control. 

This could be a positive. It seems 

obvious that full utiliza¬ 
tion of the second chip 
could make the Saturn a 
force to be reckoned 
with, but how did the 
machine ever get as far 
as stores with such weird 
technical problems? 

Either Sega rushed it out 
to catch up with 
PlayStation, or they delib¬ 
erately added the second 
chip with the future in 
mind. Sega’s own conver¬ 
sion of Daytona makes 

and initial reports suggest 
that it’s awesome. 
Would-be Saturn owners 
also have more than 
games to look forward 
to. Already in the works 
are a full-motion video 


hard 
drive and 3.5 
inch disk drive.These 
additions should turn Saturn 
into a powerful and fully-fledged multi- 
media system. Sega also have a deal run¬ 
ning with Microsoft to develop an oper¬ 
ating system, which may or may not be 
used as the basis for the Saturn comput¬ 
er system. Although the computer set-up 
is destined for a Japanese launch soon, 
Sega have no current plans to release 
the system here, preferring instead to 
focus all their attention on the machine’s 
gaming potential. 

And Saturn is a gamer’s dream come 
true. Great polygon handling, superb 
conventional graphics (sprites, scrolling 
etc.) and absolutely the best sound chip 
in the business. 32 channels ofYamaha 
digital sex.Although it seems kind of 
strange, given that many Saturn games 
play music straight from the CD, Sony 
opted for a slightly less glamorous but 
equally impressive 24-channel chip. 
Head-to-head, both machines sound as 
good as each other, although our resi¬ 
dent synth expert reckons the Sega unit 
just has the edge. 

Games have to look good too 
though, and Saturn definitely has the 
PlayStation beat when it comes to con¬ 
ventional games. Scrolling, sprite handling 
and parallax are all squeezed from the 


. cartridge (from JVC) and 

a computer accessories 
kit, including keyboard, 
















Saturn with diuretic ease. 3-D though? 
Well, PlayStation definitely has the edge, 
at this point anyway. 

But here’s the thing:Although Sony 
has huge support from developers and 
third-party software houses, what they 
don’t have is access to the Sega software 
range, and in arcades at least, Sega rule. 
Daytona, Virtua Fighter I and 2, 
Virtua Racing, Star Wars, the list is 
endless and Sega have ’em all.They also 
have their 16-bit stuff, some of which 
may end up on Saturn.A Sonic game is 
already in the works. 

Sony have a cool machine, and a 
cheaper one, but the battle is far from 



over.American tastes are unpredictable 
and Sega brand loyalty may yet prove to 
be the deciding factor. One thing that 
may slow Sega down though, or at least 
cloud the issue, is the miserable 32X. 
Sega plan to release an all-in-one 




"They also have 
their 6-bit 
stuff, some off 
which may end 
uponthe 
a 

B3TH3game is 
already in the 
works." 


32X/Genesis machine shortly after the 
Saturn, giving consumers two Sega next 
generation choices. In a fickle market, 
Sega have generated a lot of confusion. 

Saturn is a great machine, no doubt 
about it, but by comparison, the 32X is 
an expensive unwieldy, badly designed, 
bastardized piece of weirdness. 

And what of Nintendo? How will 
Ultra 64 shape up against Saturn? Very 
well, one would hope, since Nintendo 
and Sega have been historical rivals, 
although Sony’s presence in the market 
has diluted that somewhat. 

Some of the complaints levelled at 
the Saturn's hardware are pretty much 
justified. Daytona’s low frame rate and 


awful clipping levels mean that Ridge 
Racer has to take the racing crown, 
technically at least. 

Daytona’s failings are something of a 
mystery though, especially when com¬ 
pared to the Saturn’s own Panzer 
Dragoon. Where Daytona is choppy 
and blocky, Panzer is smooth and sharp. 
Perhaps the fault lies with AM2, Sega’s 
arcade division, a group of people who 
aren’t used to pushing new technology. 
When designing arcade games, if you 
can’t get something to work, you buy a 
new chip. Unfortunately, Saturn is what it 
is. It's a great machine, but is it really one 
hundred dollars better than PlayStation? 

—Frank O’Connor 
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GET some REAL in YOUR HOME 



All you have to do to win the world’s slickest, sexiest piece of hardware is to tell us in ten words or less 
why you think you’re man enough to own one. Only the funniest answers stand a chance of winning, 
so get writing. Answers on a postcard please, to: 


PlayStation Muscle Contest 
Ultimate Gamer Magazine 
9171 Wilshire Blvd, suite 300 
Beverly Hills, CA 90210 


















Sony's PlayStation is coming and 
games may never be the same again. 


The PlayStation’s evolution is a long 
and complicated storj; and its apparently 
inevitable success can be pinned squarely 
(and ironically) on the shoulders of 
Nintendo, probably the PlayStation’s 
biggest threat PlayStation started lifeas 
a CD unit for the now ancient Super 
NES. Sony’s expertise in this-field of CD 
was appreciated by the perfectionists at 
Nintendo, and work Was started on a , 
CD add-on for the 16-bit console. 

Sony were to manufacture the unit, 
'and as part of the deal, they were to 
license the SNES technology, producing 
an all-in-one Super NES and CD unit, to 
be called, you guessed it, the Sony 
PlayStation.Things didn’t quite go to plan 
howevec and the Sony-Nintendo deal 
was fouled by a combination of paranoia 
and financial stress; Nintendo wanted a 
cheaper unitand they balked at the 
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thought,^ a third-party Nintendo-com¬ 
patible.machine. Phjlips seized the bait 
and took over production of the 
Nintendo CD drive, a machine which 
has yet to* emerge. 

Not to be put off, Sony continued 
research and development into a multi- 
media games machine, and early last 
year, announced that' the Sony 
PlayStation was nearing,i:ompletion, only 
this time, 32-bit technology was the key 
factor.The PlayStation was going to be 
very powerful indeed. Sega, who were 
working on Saturn, a very similar pro¬ 
ject, Started playing catqh-up. In the end 
though, Sega actually had their machine '■ 
in stores two weeks before the 
PlayStation showed up. 


The games industry is a cynical one, 
and many thought that Sony had gotten 
in deeper than they could handle. After 
all, this industry was dominated by Sega 
and Nintendo, companies whose sole 
focus was on gaming. How coujd Sony 
produce a competing machine? ‘ , 

The answer emerged slowly, as more 
and more developers got their hands on 
the Sony hardware, a machine so 
impressive that game companies were 
falling Over themselves to get develop¬ 
ment kits.A typical example is Capcom, 
a once loyal Nintendo licensee, Who are 
■now producing upwards of 60 percent of 
itheir new product on PlayStation. In this 
respect at least, Saturn appears to be on 
the back, burner. 






















hardware sales, the logic being th&tjhey 
more than recoup that interest on soft¬ 
ware sales.The PlayStation could. reta% 
for as little as $250 and according to -,15 
Sony themselves, Will definitely be cheajjS 
er than Saturn.The one unknown factor, 
in all this is the pew Nintendo machine. 
Ultra 64 could give everyone a nasty 
shock. Both Sega and Sony are aware of 
this, but are taking a bullish attitude and 
talk of “vapourware” is. pretty rife these 


days.The quality of software available bn.' 
the PlayStation is without peer. 

Impressive graphics, CD-quality sound-- 
-tracks and hot licenses like Ridge 
Racer, Darkstalkers and Mortal 
Kombat III ought to give the new con- 
• •sole a head start. 

vjjjifTo date, over 200 companies are pro¬ 
ducing software for PlayStation.fo put 
this in perspective, it took Nintendo 
years to achieve that kind of support, 
Song had it before launch. 

But is the machine good? Well, yes. It’s, 
unequivocally better than anything else 
currently on the market.The whole 
package is wonderfully put together, 
frofn'the cool memory cards, all the way 
upjtqithe unmatched graphics engine. 
CyberSled from Namco, for example, is 
actually superior to the original arcade 
machine, with better graphics and a far . 
betfer soundtrack. 

This is pretty much the first time that 
home gaming technology has actually 
caaight up with arcade hardware. Gamers 
aren't stupid arid with all the best mar¬ 
keting in the world, the quality of the 
. Sony machine is its prime advantage.This 
jpChristmas is going to be very interesting 
indeed.There’s. anew kid-in town, Jiis 
name is PlayStation. 

—Frank O’Connor 


. In Japan, where the machines have 
now been on sale for six months, 
PlayStation appears to have a clear lead. 
The release of Daytona on Saturn may 
affect this situation, but at the moment, 
PlayStation has a far better software cat¬ 
alogue, with a larger range of product 
and more importantly, greater variety. So. 
how will it work in the USA? 

Well, it might not be so clear cut. In 
Japan, technology and quality are by far 
the.most important factors in buying 
decisions. In America, marketing is where 
the real muscle is. Sony may have an 
uphill struggle trying to convince Sega- 
sawy kids to buy their somewhat anti¬ 
septic machine. Presenting the slick 
PlayStation as a bad-ass game machine 
could be problematic. Even the name has 
connotations of a Fisher-Price mentality. 

Sony do have one huge ace up their . 
corporate sleeve. Price. Sony, are! more 
than prepared to take an initial loss on 
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E TB1 hardware... 

where's the games? 


I t hardly seems wise for 3DO to release a 64- 
bit upgrade for a 32-bit system that still has¬ 
n’t become the household games box that 
Trip originally intended. Despite this one minor 
detail, 3DO will release the upgrade currently 
codenamed “The M2 Accelerator” late in 1995. 
Ultimate Gamer got a first-hand look at what 
the system can do and the graphics perfor¬ 
mance is impressive. M2 moves polygons like 
lightning. What this means for 3-D games is 
encouraging—rather than limiting gameplay to 
blocky-looking polygon characters like those in 
Virtua Fighter or Virtua Racing, characters 
and graphics will appear more real than any¬ 
thing currently available. Its only rival in terms 
of technical prowess should be Nintendo’s Ultra 
64. But there’s more to this story than great 
hardware... 
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3D0 intends to propel 
the owners of its 
games console into the 
64-bit universe with 
the M2 Accelerator. 


BUHE 




The M2 accelerator plugs directly into the expansioi 
port in the rear of the unit.The M2 contains the 
Power PC chip, allowing game designers to move 
graphics with as many as one million polygons per 
second. (This gives M2 an edge above the competi¬ 
tion. Both the Sony PlayStation and the Sega Saturn 
are capable of generating 500,000 polygons per 
second.) All of the previously released 3DO titles 
can be played on the system, as well as the new 64- 
bit M2 games. 
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espite having the most 
powerful technical 
specs yet announced, 
the name of the game 


The retail price for M2 is still up in the 
air. However, sources have quoted as low 
as 99 dollars and as high as $299. If history 
has taught them anything, it is that price is 


is still software. Games also a major factor in the decision tc 


drive this industry and 
3DO has become well aware of that fact. 
Which is why 8 or 10 games will be avail¬ 
able for M2 at launch as well as a pack-in 
for the 64-bit upgrade. In addition, four 
hot arcade ports will also be available in 
addition to those 8 or 10 titles, one of 
which will be Mortal Kombat III. 

The truth is that there is still a lot of 
support for the system. 3DO still has the 
least expensive licensing fee in the indus¬ 
try compared to Sony, Sega or Nintendo. 


i game system. After all, $299 is 
the estimated retail price for a Sony 
PlayStation. Betting on another platform 
may seem more desirable than trading up 
to the unknown. It’s safe to say that the 
games industry has evolved into a four- 
horse race, with 3DO coming in as the 
long-shot. At least they’re in the race. 

—Chris Gore 








"BOSSIE THE COW" IN 32 AND 64-BIT 

The top half represents an image of a cow one would expect to see on a 32-bit 
system.The cow on the bottom half is running on 3DO’s 64-bit M2 technology. 
Unlike the 32-bit cow, which is pixilated and blocky, the M2 cow and fence remain 
clear and smooth even close up. M2 features unique filtering and mapping capabili¬ 
ties that smooth the appearance and texture of an object (“Bossie the Cow,” in 
this case) as the camera moves closer or farther away from the object. In other 
words, regardless of your angle or distance from the object, the image remains 
realistic and clear. (No plans were revealed for Bossie to star in her own video 
game. However, there are those who have said the 3DO system is in need of a 
cute and cuddly mascot. Hmmm.) 




POOR BOSSIE GETS LOST IN THE FOG 

These three shots of “Bossie” demonstrate M2’s fogging effect. Here you see exponentially calculated fogging—that is, the opacity 
varies based on the distance of an object from the camera. Much like you’d find in nature, the object comes in to view as you 
move closer to it. (Can you say “Mascot?”) 



A 64-BIT DINOSAUR EYE 

This close up of a dinosaur’s eye 
demonstrates M2 technology’s tex¬ 
ture-mapping capabilities enhanced 

with filtering.The dinosaur is ren¬ 
dered in polygons. Even close up, the 
eye and the dinosaur’s skin maintain 
their clarity and are extremely clear 
and smooth, without pixilation. (Mr. 
Spielberg, I’m ready for my close up.) 



SHEENA THE KICKBOXING QUEEN AND DINOSAUR IN FOG 

These three slides of “Sheena and the Dinosaur” also demonstrate M2's fogging effect. This kind of effect is admittedly pointless 
in a combat game, but will serve simulations very well indeed.The combination of hardware-driven 3-D and built-in lighting 
effects is a powerful formula indeed.And this can only be done on a 64-bit chip. 












MESS of its Nine Lives? 

Atari is now about to face its biggest 
challenge yet . Can the big cat survive? 



CD certainly makes sense for Atari. 
Their greatest burden is the cost of 
manufacturing cartridges. Atari are a rel¬ 
atively small operation and cartridge 
prices are very high. If CDs became the 
more accepted format for Jaguar, then 
Atari could afford to manufacture more 
units at less cost and more importantly, 
less risk. 

For the consumer though, things 
aren’t quite so simple. For one thing, 
they’re going to have to buy the Jaguar 
CD add-on. Add-ons are generally an 
expensive and unpopular way of upgrad¬ 
ing your machine, but in the case of the 
Jaguar CD things are a little easier. It’s 
cheap.The Jag CD is set to sell for a 
mere $149, making it the cheapest CD 
add-on for any console ever. And for the 
first time in ages, Atari seem to have 
come up with an acceptable design.The 


unit simply plugs into the cartridge port, 
plugs into a power supply and you’re 
ready to go. 

There are two criticisms that can be 
levelled at the design of the beast. One 
is that the CD lid is a touch flimsy, and 
the other is that it looks like a toilet. 
Opening the CD unit makes it look 
even more lavatory-esque. 

If you can cope with that, you now 
have a huge technical problem to over¬ 
come. Single Speed Drive.Those 
words send chills up the spine of any¬ 
one who’s ever used a PC CD-ROM, 
or even a Sega CD. Single speed means 
longer loading times, greater access and 
an awful lot of waiting around. Patience 
is a virtue required for this drive. 

On the upside, it does mean you can 
store around 750 Megabytes of data on 
a single disc.This kind of storage will 
come as a welcome relief to Jaguar own¬ 
ers who have been disappointed with 
the scale and size of previous games. 

CD will also allow digital music to be 
mixed with gameplay.The Jaguar has a 
powerful sound chip, but it has been 
sadly neglected until now. Lack of mem¬ 
ory was also a problem, since sampled 
sounds take up a lot of room. 

But like any machine, the make-or- 
break point for Jaguar CD will hinge on 
software.The Jaguar CD needs games to 
survive.Atari must come up with the 
goods this time. Over the last couple of 
years they have made and broken 
dozens of promises, shipped games late 
or failed to ship them at all. Battlezone 
2000 has been on the release schedule 
since the machine was launched, and yet 
we still don’t even have a picture of it. 
Sadly, this is typical. 

The CD does seem to have interest¬ 
ed quite a number of parties though, 
and we can look forward to conversions 
of Primal Rage, Creature Shock and 
possibly even Mortal Kombat 3, 
although this has yet to be confirmed. 
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CDs are a much simpler investment 
than cartridges. No major software 
house can afford to ship low volumes in 
cartridge format. CD is far less risky 
though, and you can expect support 
from the likes ofVirgin,Acclaim and oth- 

The first batch of games from Atari 
will feature a rather drab collection of 
old games and obscure new ones. 

Leading the pack is the much antici¬ 
pated Battlemorph.This is a very 
much improved sequel to 
Cybermorph, the first ever Jaguar 
game, this time you have more freedom 
of movement, more weaponry and a lot 
more actual game at your disposal. 

Highlander is an action game based 
not on the movie, but on the slightly 
deranged cartoon spin-off. 

Dragon’s Lair will also make an 
appearance courtesy of Ready Soft.The 
Jag CD conversion means that there is 
now a version of this game available for 


every single electrical appliance on 
Earth, including Coleco Vision and the 
Hoovermatic 3000. 

Waiting in the wings are Argonaut’s 
blaster Creature Shock and Blue 
Lightning, a Jaguar conversion of the 
old Lynx game. 

What Jaguar owners are really wait¬ 
ing to see though, are the fruits of the 
deal between Atari and Sega. Late last 
year, Atari won a very important legal 



"The PMillMtHiJ suffers 

from an EEJ-EESHTEiH 
single speed drive" 


battle with Sega over some patents Atari 
had held since theVCS and before. 
Rather than go the distance in court, 
Sega opted to settle in a deal worth 
nearly two hundred million dollars. Not 
only did this give Atari some much 
needed cash, it also gave them the 
option to produce Sega titles for the 
Jaguar. 

Now it has been reported that Atari 
have the rights to everything except 
Sonic the Hedgehog, but this is highly 
unlikely. Sega are likely to be very pro¬ 
tective of killer apps like Daytona and 
Virtua Fighter. 

As yet,Atari have failed to announce 
a single Sega title they plan to convert. 
Hardly the best way to instill confidence 
in the market. That lack of commitment 
suggest that the Sega deal may be far 
from black and white. 

So do we think that the Jaguar CD 
has a chance? Well, yes. It has as good a 
chance as any other machine. It’s cheap, 
it’s powerful and it works.What could 
make it fail though is a low level of sup¬ 
port from third-party software houses. 

Atari have already shown that they 
can’t be trusted to deliver goods on 
time.The Jaguar CD is months late and 
still there’s no finished software. 

As PlayStation and Saturn head ever 
nearer to the American market, Atari’s 
big predator may turn out to be just 
another pussy. 
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MR IS! from the Past 

SNK hope to come back into the home 
market with the Neo Geo CD L Can they? 




Neo Geo as a concept seemed 
watertight.An arcade machine in your 
own home, with games exactly the same 
as the ones you play in seedy coin-op 
parlors.The problem was that in order 
to achieve that level of performance, 
SNK had to fill the game cartridges with 
an awful lot of data. Nearly 300 Megs in 
some cases. Since cart prices are prohib¬ 
itive anyway, Neo Geo became some¬ 
thing of a rich man’s plaything. Who can 
afford 300 bucks for a new game? 

Well, the Neo Geo CD is finally here 
to address these criticisms, and with a 
US launch scheduled for late fall, it looks 
like the boys from SNK might finally 
make an impression in the USA. 

SNK’s plan is not to compete head- 
to-head with Saturn or PlayStation, but 
instead to concentrate on building up 
market share with the beat-’em-up audi¬ 
ence. SNK beat-’em-ups are among the 
best in the arcades and have very faithful 
followers. SNK hopes to convince this 
group of people that the Neo Geo CD 
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represents an affordable way to experi¬ 
ence those games at home. 

50 or 60 bucks for a CD version of 
Fatal Fury certainly sounds a lot more 
appealing than 200.The Neo Geo CD 
though, isn’t just a Neo Geo with a CD 
drive.The console pretty much had to 
be remanufactured from scratch. Sure, 


still a possibility, it looks pretty unlikely 
at this point. Fortunately, the agonizing 
wait times are eased somewhat by the 
happy spectacle of a juggling monkey. 
Were it not for the hilarious simian 
antics of juggling monkey boy, we may 
have gone insane waiting for Art of 
Fighting 2 to load. 


"There wrill never be ss 
conversion off 

Street Fighter 


the graphics and sound hardware still 
remain, but the main board had to be re¬ 
engineered completely. 

Basically, in order to play the games 
properly, the CD player has to dump 

the Neo Geo CD’s RAM. Since RAM is 
expensive, compromises had to be made. 
For one thing, the Neo Geo CD has a 
single-speed CD drive, and since the rest 
of its technology is old, it takes every 
game a fairly long time to load. OK, so in 
the scheme of things, a couple of min¬ 
utes isn't such a bad thing, compared to 
say, an eternity in Hell. However, a cou¬ 
ple of minutes is a hell of a long time if 
you’re trying to browse through your 
Neo Geo collection. Just sampling a cou¬ 
ple of games could take you half an hour. 

It looked at one point like SNK were 
going to address this problem, by 
installing a double-speed drive in the US 
version of the machine, and while this is 


The games themselves still hold up 
very well. Classic shooters like View¬ 
point and Last Resort still look good, 
while sports fans have a fairly decent 
range to choose from.This machine is 
for the beat-’em-up fan though, and 
there are plenty of fighting games for the 
Neo Geo. One small problem. Since this 
is a relatively obscure machine, you’ll 
probably never see a single conversion 
of a famous third-party title. Basically 
there will never be a conversion of 
Mortal Kombat, or Street Fighter, 
or Doom.This is an enthusiast's 
machine. A huge wealth of games, an 
awful lot of history and now, it looks like 
a reasonable price tag (of around $400) 
will finally launch the Neo Geo system 
into.. .well, into something, anyway. 

Its appeal lies squarely in the eye of 
the Neo Geo fan who wants affordable 
software. As for mass market appeal, 
well, it may not stand a chance. 
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DAYTONA 
USA^m 


T his is make-or-break 
for Sega. If Daytona 
USA doesn't shape 
up the way Ridge Racer 
did, then Sega could find 
themselves in a lot of trou¬ 
ble. This, in short, has to 
be their killer app. Converting what is prob¬ 
ably the most complicated arcade game 

feat, so it's fortunate that Sega decided to 
give the job to AM2, the arcade division 
that programmed the original coin-op. 

Headed up by a gentleman named Yu 
Suzuki, AM2 has been responsible for 
Sega's cutting edge 3-D technology and 
their best coin-ops. 

Daytona is in many ways a sequel to 
Virtua Racer, but this time featuring Ameri¬ 
can heavy metal rather than the somewhat 
genteel sophistication of Formula One. This 
is real shake-and-bake, non-stop-action. As 



EZQui 















mmm 








ii'GCSS 





looked like to Dorothy when she opened 
that door in The Wizard of Oz; they’re 
really gorgeous. The frame-rate of the on¬ 
screen characters is astounding. Running 
at more than 60 frames per second, the 
animation in Rayman is truly a testament to 
Ubi Soft’s commitment to excellence. 

Rayman’s play-mechanics are also defi¬ 
nitely worth mentioning. At first, you're 
given no offensive powers whatsoever; 
e forced to simply jump and run to 
I enemies. At various stages in the 
however, you earn advanced powers 
helpful characters like fairies and 
3 and the like. The telescoping fist is 
rst weapon provided and allows you 
mmel enemies into oblivion with short 
ong-range punches. Helicopter-pow- 
hair is another great ability and lets 
lover out of trouble or 
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JOHNNY 


MNEMONIC 


guys with 
never-end¬ 
ing clips of bullets. You watch this beauti¬ 
fully dark, real-time video movie (often 
filmed from character points of view) and 
are given frequent chances to alter its 
course by deciding in what directions pro¬ 
tagonist Johnny will move, what tools he'll 
use and what things he'll investigate close- 
up. Instead of relying on bulky arrows or 
freeze-framing, you're prompted into 
action with "Windows of Opportunity,” 
during which the full-screen video switches 
to “letterbox” format. Action is time-based 
and panic-fast — the cuts between different 
video clips are immediate, and if you don't 
choose a direction within split-seconds the 
video randomly progresses on its own. 
Certain plot elements are also randomized 
with each play — a window used for 


m 

Johnny Mnemonic would be an entertain¬ 
ing watch; as a game, it's an entertaining 
play. In this format it's something even 
better than the sum of its parts. 

—Dan Vebber 
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STREET FIGHTER 
THE MOVIE^M 


fluid, smooth and convincing. The charac¬ 
ters look good against the backdrops and 
the whole effect is very different from the 
previous games. 

Capcom also have Darkstalkers lined 
up for PlayStation and Saturn, but we sus¬ 
pect that this game will be more welcome. 
Capcom's recent move to super-eartoony 
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VIRTUA 
RACING 


IgMj rcades owe an awful lot to Sega. 

Their combination of cool gameplay 

and innovative hardware makes them 
the world’s number-one manufacturer of 
coin-ops. Strange, then, that they gave the 
Saturn conversion to Time Warner. 

Although no official explanation is avail¬ 
able, it appears that Sega want to concen¬ 
trate on their more up-to-date, texture- 
mapped stuff, and are moving away from 
conventional polygons. 

This conversion has been handled by 
the kind folks at Time Warner, and they 
appear to have made a pretty good job of 
it. As a matter of fact, they've made quite a 


few hidden secrets to be found. Sadly 
though, one thing that hasn't been im¬ 
proved is the frame-rate. The graphics are 

arcade game. Although the Saturn is per¬ 
fectly capable of handling a cleaner conver¬ 
sion, Time Warner don't 
seem to have pulled it off. 

In terms of playability 
though, this has everything 
racing fans could ever 
need. A two-player, split¬ 
screen racing mode, and 
plenty of other options. 

Until Daytona finally 
shows up, this could be the 
Saturn racing game to 
watch. But there is the dan¬ 
ger that Daytona could 
overshadow this. 

— Frank O'Connor 
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The aircraft in question is a Harrier and 
even taking off is a pretty tricky business. 
Once airborne however, you’ll have a 
whale of a time, looping, barrel rolling and 
crashing into innocent civilian property. 

It comes as something of a surprise to 
that the 3DO still really hasn't had a 
proper flight simulator, and although Flying 
Nightmare makes a few compro- 
mises, it definitely offers the best 
flying experience so far. 

^ Arcade fans should probably take 
to this very easily too. The game- 
play is straightforward, the action is 
simple and the visual and aural 
effects are glorious; enough to 
keep anybody happy. 

Domark look like they could be a 
force to watch on the 32-bit scene, 
and let's hope they produce more 
stuff of this quality for PlayStation 
and Saturn. This new technology is 


incredibly exciting and ?t last the games 
are finally starting to take advantage of 
that fact. Bigger, better-looking and more 
playable—what more could you ask for? 

—Frank O’Connor 
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BLADEFORCE 



assumed the day would 

come when you'd be 
able to fly to school by strap¬ 
ping on a jet-pack? Sure you 
do. Now that the future has arrived, you're 
probably adult enough to admit that's 
never going to happen. But thanks to the 
folks at 3DO, you can certainly settle for 
the next best thing. 

BladeForce blazes an impressive new 
trail for flying games by allowing the player 
to move in six dimensions. (For those who 
had trouble in geometry, that equals 100 



: left, right: up, down; forward, back.) 

Instead of being confined to a jet, which 
can only move forward, players of 
BladeForce control a character who's 
strapped with weapons and decked out in 
a “Personal HeliPak Flight Suit." It's up to you 
to soar around a typically decrepit future city, 
blowing away members of an evil street gang 
and capturing their leaders to ensure a better 
tomorrow for all the world's children. Admittedly 
not the most unique sci-fi premise, but surpris- 




There are seven different worlds to conquer, 
all overflowing with individual 3-D objects to 
annihilate. Movement in these areas has its lim¬ 
its (you can't fly above the clouds, and touching 
the ground will damage you and your equip¬ 
ment), but because BladeForce isn't limited to 
a rear-view of a plane or other vehicle, the 
overall illusion of flight is undeniably effective. 
Succumbing to gravity and diving 
toward the ground is especially 
stomach-tickling. 

You could compare this to Descent, 
a popular shooter on the PC, but this 
has more differences than similarities. 
The movement and controls are 
undoubtedly very similar, but this is 
an altogether less restrictive, less 
claustrophobic experience. 

It has been described as Doom 
in the air, but those comparisons 
are beginning to sound tired. You 
can't describe every single 3-D 
shooter as a Doom clone. 3-D is a 
big part of gaming these days and if 
anything, it's going to get even big¬ 


ger. New hardware makes the whole 
process a great deal simpler and more 
convincing. The role-playing experience is 
moving closer to reality. 

—Dan Vebber 
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Fun and games in Reno 


around the world flying, driving or walk¬ 
ing to Reno to show off their latest addi¬ 
tions to the field of coin-machine technol¬ 
ogy. Those who attended the expo were 

advancements in bill changing mecha¬ 
nisms, air hockey tables and CD jukebox- 





be set before the game started, and could 
be easily toggled between at any point 

Increased fluidity of motion is another 
trend evidenced by the driving games at 
the expo. By experimenting with the ratio 
of polygons to sprites, game designers 
have finally perfected stomach-churningly 
realistic motion. In the expo's best driving 
games, this motion is combined with 
enough detailed sprite-mapping to create 
backgrounds that fly by with all the real- 
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So what the hd is 


Are Full-Motion Video titles even games? Should we be comparing Corpse Killer 
with Street Fighter ? Digital Pictures' CEO Tom Zito doesn't seem to think so and 
he has more than a couple of ideas about the shape of games to come... 



Ultimate Gamer: What 
do you think Full-Motion Video has 
to offer that conventional game 
styles don’t? 


equipment, hundreds of thousands 
dollars per second to create a realis¬ 
tic environment. I want characters 
who talk to me, underline the story 
and the plot. You can’t do that with¬ 
out Full-Motion Video. It may not be 
as appealing to the hardcore gamer. 
The average person is used to going 
to movies, or watching TV. There’s 
more comfort in an interactive expe¬ 
rience than in a video game. 

UG: Your company is striving to 
innovate and expand, but what is the 
driving philosophy behind it? 


becomes interactive. The roots of the 
company really are in this conceptu¬ 
al need to make programming for 
interactive cable. The only real inter¬ 
active experience people can have is 
in a video game or computer envi¬ 
ronment. One of the things we are 
finding is that as Multimedia 
becomes more widly installed, the 
kinds of program you can do become 
much broader. We’re starting to hit 
the kinds of numbers where from a 
business standpoint, interactive 
movies start to make sense. Cable 
will make that even more possible. 


Tom Zito: There are several compo¬ 
nents to answering this question. 
FMV games are different, there clear¬ 
ly are some things you can’t do with 
FMV that you can with a completely 
computer controlled, rendered on the 
fly Universe. Action games like NBA 
Jam have too many permutations, 
couldn't fit enough visual information 
on a CD to recreate that kind of 
experience using FMV. 

UG: Do you think that Full-Motion 
Video has too many constricting 
limitations technically? 

Tom Zito: There certainly are some 
limits to the media. It offers a level of 
reality experience that is won’t be 
available in the home with computer 
generated graphics for five to ten 
years. Only now in labs are people 
starting to experiment with texture 
mapped “humans." Things are mov¬ 
ing that way, like the stuff Robert 
Zemeckis did in Forrest Gump. It 
takes millions of dollars of computer 


Tom Zito: The philosophy of Digital 
Pictures is to be involved in the 
broadcast media. We want to broaden 
our demographic, not just focusing 
on one market. Our audience tends 
to be older than the typical gamer. 
They do like the games better than 
traditional players. I mean, basically 
our players are not the sort of person 
who would go out and buy NBA 
Jam. They don’t want to spend their 
time simply mastering a million com¬ 
binations of buttons. 


into cable or Pay Per View? 

Tom Zito: Although current cable 
technology is limited, it doesn't 
make sense to leave it analogue. 
Clearly cable has to become digital. 
When it does, it simultaneously 


UG: What kind of projects do you 
have in mind for the cable media 
right now, bearing in mind mass- 
market appeal? 

Tom Zito: We’re interested in 
doing interactive soap opera, sports 
and possibly even news. That kind of 
stuff is impossible to do on CD- 
ROM, simply because on a soap 
opera for example you’d need a new 
CD every day. Nobody is prepared to 
make that kind of investment. In the 
first or second week of May, we'll be 
involved in a major interactive cable 
test. We'll 
have to repo¬ 
sition our 
existing prod¬ 
uct for a cable 
environment. 
We will also at some point begin to 
write specifically for cable. In that 
environment, to do something with 
rendered graphics would be nearly 
impossible. People have an expecta¬ 
tion of realism, you can't deliver that 
with computer rendered stuff. Max 


UG: Will Digital Pictures ever move 

"When Thomas Edison first 
screened The Great Train Robbery, 
people ran from the cinema..." 


^ULTIMATj 


Headroom could be created, but 
people wouldn’t accept it. That 
whole computer person thing reeks 
of 1984. If it doesn't feel or look like 
real actors, most people probably 
won’t like it at all. 

UG: What do you think of the press 
FMV has had to date? 

Tom Zito: I would probably say 
that the press for the most part has 
been highly suspicious of FMV—and 
with good reason. Older games have 
been used as book ends. It has been 
compared to non-interactive eye 
candy. We could go further and say 
that a lot of game books don’t like 
FMV because you can’t have the 
kind of total control that you can 
have in a game in which the CPU of 
the game machines is putting the 
objects on the screen in a real-time 
environment. Conversely, normal 
press, mags, papers, that don’t 
cover games have been much more 
open to FMV because it feels more 
like TV andmovies, and it’s therefore 
much more acceptable. 

UG: Do you think this has adversely 
affected the public's conception of 
Interactive Movies? 

Tom Zito: Unfortunately the game 
press has failed for the most part to 
make a distinction between FMV 



and non-FMV products, at least in 
the sense that we want to reach 
exactly the same market as Acclaim 
products. FMV products are 
reviewed by people who have a nat¬ 
ural and to some extent justified bias 
against FMV. Many of the people 
who buy this product are not diehard 
gamers. You don’t review the Lion 
King in the sense that you’d review 
Natural Bom Killers. You simply 
can’t use the same critical process. 
You have to make sure you take into 
consideration the target audience. 

UG: So are you saying the public 
just isn’t ready for the interactive 
movie at this point? 



Tom Zito: 

When Thomas Edison 
first screened The Great Train 
Robbery, people ran from the 
cinema. Things change and so 
people’s perceptions of things. 
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Machine: Sony PlayStation 
Price: $60 
Available: Now (import) 
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SPIDER-MAN ANIMATED* ACCLAIM • GENESIS 


ULTIMATE 


Graphics 8 

Sound 7 

Playability 8 

ULTIMATE 


METAL WARRIORS• KONAMI • SNES 


SUPER R.D.I. BASEBALL• TIME WARNER • SNES 


Graphics 5 

Sound 7 
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WIN FREE GAMES! 

If you have something you’d like to 
see posted here in Tactical, send i 
your tips! If your secret is printed, 
we’ll send you the game of your 
choice for any system! 

(Are we generous, or what?) 

Send all information to: 


9171 UUilshire Blvti. Suite 300 
Beverly Hills, CA 90210 







Every month, we step into the Ultimate Gamer Time Machine and relive those early days of gaming. 
This month, the focus is on handhelds and the impact they have made on the gaming industry. 









THE ULTIMATE 
SURVEY 

1. The following items appeared in this 
issue of Ultimate Gamer. We’d like to 
know roughly how interesting you found 
each piece to be, on a scale of 3 (very 
interesting) to 0 (not at all interesting). 

_ Plugged In 

_ News 
_ Incoming 
_ Static 

_ Sega Saturn Sports feature 
_ Hardware features 
_ Previews 

_ Micro Reviews 
_ Tactical 
_ Flashback 

2. What was the best thing about this 
issue of Ultimate Gamer? 


3. What was the worst thing about this 
issue of Ultimate Gamer? 


4. Roughly how many people, apart from 
yourself, are likely to read this copy of the 
magazine? 

_ people 

5. On average, about how much of 
Ultimate Gamer do you read or look at 
(excluding advertisements)? 

lO Less than a quarter 
20 About a quarter to a half 
30 About half to three quarters 
40 More than three quarters 
50 Cover to cover 

6. What will you do with this copy of 
Ultimate Gamer once you've finished 
reading it? 

1 O Keep it for reference 
20 Pass it on to someone else 
30 Throw it away 

7. Which other computer magazines do 
you read regularly? Please list up to 5 in 
order of preference. 


WIN SOMETHING FOR FREE! Get your hands on a limited edition 
Ultimate Gamer coffee mug. 25 lucky winners will be selected at random 
to receive a manly dark blue mug with the Ultimate Gamer logo 
embossed in gold. It’s neat and will hold any liquid beverage. Cut this 
out, fold it up and send it off. 


8. Please rate Ultimate Gamer 1 to 10 
with 10 being excellent. 
_/10 

9. If Ultimate Gamer is not your favorite 
computer or video games magazine, 
please list the titles you prefer and rate 
them out of 10 with 10 being excellent. 

/10 

_/10 

13. Do you use a personal computer? 
Check all that apply. 

lO IBM compatible PC 
20 IBM compatible PC laptop 
30 Mac 
40 Mac laptop 
50 CD ROM drive 

14. Do you currently use on-line service 
or have direct access to the Internet? 
la Yes 2a No 

15. If no, do you intend to go on-line in 
the next six months? 

lOYes 20 No 

16. If yes, which on-line service(s) do you 
intend to use? 

lO Direct Internet access 
20 America On-line 
30 CompuServe 
40 Delphi 
50 Genie 

60 Imagination Network 
70 Prodigy 
80 MPG-Net 
90 Novalink 
100 e-world 
110 Other (specify) 

17. How many years have you been play¬ 
ing video games? 

18. Which system(s) do you currently 

10 3D0 
20 Atari Jaguar 
30 Atari Lynx 
40 CD-i 
50 Game Boy 
60 Game Gear 
70 Neo Geo 
80 Nintendo (8-bit) 

90 Sega Genesis 
10O Sega Neptune 
IIO Sega CD 


120 Sega Genesis 32X 
130 Sega CD 32X 
140 Sega Saturn 
150 Sony Playstation (PS-X) 

160 Super Nintendo 
170 Ultra 64 

19. How many hours a week do you play 


video games? _ hours 

20. What types of games do you have? 

Adventure lO 

Arcade game 20 

Fighters 30 

Flight sims 40 

Puzzle 50 

RPGs 60 

Sport sims 70 

Strategy 80 

Shooters 90 


21. Which types of software do you 
intend to buy or upgrade in the next six 
months? 

lO Accounting 
20 Art 

30 Business/presentation 
40 CAD 

50 Communications 
60 Database 
70 DTP 
80 Education 

90 Home business packages 

100 Music 

IIO Programming 

120 Spreadsheets 

130 Video Tiling 

140 Word Processing 

22. Where do you buy your software 
and/or hardware? (check all that apply) 
lO Computer dealer 

20 Department store 
30 Discount store 
40 Electronics store 
50 Mail order 
60 Software store 
70 Toy store 

23. Roughly how much have you spent 

on software (business or leisure) in the 
last three months? $_ 

24. How often do you buy new software? 
10 Less than once every 6 months 

20 Every 3 months to 6 months 
30 Every 6 weeks to every 3 months 
40 Every 6 weeks or more often 


















25. How many CD-ROM games have you 
purchased in the last six months? 

lO none 
20 1 or 2 
30 3-5 
40 6-9 

50 More than 10 

26. Do you own a car? (counting joint 
ownership) 

lO Yes, bought new 
20 Yes, bought used 
30 Don’t own a car 

27. Which of the following credit cards do 
you have? 

lO American Express 
2.0 Discover 
30 Mastercard 
40 Visa 

50 Other (please specify) 


28. Do you own or intend to buy any of 
the following? 

Own Intend to buy 
Big-screen TV O O 

Car telephone or 

mobile telephone O O 

Custom car stereo O O 

Home stereo system □ O 

Laser disk player O □ 

Pager O O 

VCR □ O 

29. What types of music do you listen to? 
lO Alternative 

20 Blues 
30 Classical 
40 Heavy Metal 
50 Jazz 
60 Pop 

70 Rap/Hip hop 


80 Rave/dance/techno 
90 Reggae 
100 Rock 

30. About how many of the following have 
you bought in the last year? 


CD Tape 

None O O 

Between 1-3 (3 O 

Between 4-6 O O 

More than 7 0 O 


31. Do you have cable TV or a satellite 
dish? 

10 Yes, cable 
20 Yes, satellite dish 
30 Neither 

32. How many movies on video or disc 
did you buy last year? 

lO None 20 1-4 

30 5-9 40 10 or more 

33. How often do you rent movies? 

lO Never 

20 Less than once a month 
30 Once a month 
40 Once every other week 
50 Once a week or more 

34. Do you ever drink alcoholic drinks? 

lOYes 20 No 


35. Which of the following liquors do you 
ever drink? Which do you drink more 
than 4 servings of a week? 


Ever 4x/week 
Bottled beer O O 

Brandy O O 

Canned Beer O O 

Other spirits/liqueurs O O 


Red wine □ □ 

Rum O □ 

Sparkling wine/ 

champagne O □ 

Vodka □ O 

Whiskey/bourbon □ O 

White wine O O 

36. Are you... 

lO Male 20 Female 

37. How old are you? _ 

38. What is your employment status? 

10 Student 

20 Not working 
30 Part-time employed 
40 Full-time employed 

39. Please write in your full occupation, 
including the type of industry you work ir 

industry_ 

40. If you are employed, please state 
your annual income. 

lO under $20,000 
20 $20,000-139,999 
30 $40,000-$69,999 
40 $70,000-$99,999 
50 More than $100,000 


NAME 

ADDRESS 

CITY/STATE/ZIP 

PHONE NUMBER (optional) 




ULTIMATE GAMER SURVEY 

9171 Wilshire Blvd. Suite 300 
Beverly Hills, CA 90210 
ATTN: Randy Brown 












YOU OUGHTA BE 
IN PICTURES— 
er...VIDEOGAMES 



We know you. You've spent countless hours pushing 
yourself to the limit training for the glorious day 
when you could be digitized, reprogrammed and 
dropped into a mass-produced videogame. At long 
last. Ultimate Gamer and Digital Pictures, Inc. are 
here to make your dreams come true. 

Just send us a short videotape of yourself that 
you feel demonstrates you've got what it takes 
to be a videogame character. One lucky winner 
will be chosen by our staff to appear in an 
upcoming game from Digital Pictures, Inc. 
Imagine the excitement! Imagine the 
fame! Imagine the freaked-out look on your 
Grandma's face when she sees your image in 
one of those new-fangled videogame things! 

Send whatever VHS or Super-8 video footage you like (it 
doesn’t even have to be something you specifically taped 
for this contest), cued-up and ready to go, to: 

I WANNA BE DIGITIZED c/o Ultimate Gamer Magazine 
P.O. Box 17379 
Beverly Hills, CA 90209 - 3379 

Entries must be received by August 12, 1995. Pack video¬ 
tapes securely, as mutilated or unplayable entries will be 
disqualified. Sponsor is not responsible for late, lost, 
postage due or misdirected entries. Tapes will not be 
returned. 

ELIGIBILITY: Contest is open to residents of the United States and 
Canada. Employees of Digital Pictures, Inc., its affiliates, subsidiaries, 
participating retailers, advertising/promotion/publicity agencies, L.F.P., 
Inc., printing suppliers and the immediate families of each are not eligible. 
Contest void wherever prohibited, restricted or taxed by law. Contest sub¬ 
ject to all Federal, State and Local laws and regulations. Taxes on prizes, 
if any, are the sole responsibility of the prize winners. Winners will be 
announced in the September issue of Ultimate Gamer Magazine. 


Digital Pictures 











THINGS YOU CAN DO 
TO SAVE THE EARTH 


DAVOJO USING AEROSOL CANS 


2)TURN OFF k'ATER 
MILE BRUSHING TEETH. 


3)BLAST At.'A< THE KESH RhAN H 
ARMAOA BEFORE THEV V'i.PE OUT. 

THE MARSHLANQS.THE RAIN FOREST, 
ANO TOUR OV'N TREE-HUGGING. 
RECYCLING PANSY ASS. 






It's 2071 and you can forget about the ozone 
for the moment because right n 
Earth's got bigger problems. Namely 
a wicked extraterrestrial army with a 
30-megaton microchip on its shoul¬ 
der. In "Chaos Control!' it’s up to you 
to blast, bomb, and otherwise obliter¬ 
ate this nasty little armada before 
they turn our beloved planet into a ball of fire, 
ash, and non-decomposable packaged goods. 
Your missions will take you through three fast 


1 1 the compli 

GJfJS 

cohrol 


and furious, eye-searing, 3-D universes. Each 
complete with the kind of swooping, swerving 
action and full-scale destruction 
that inspire rapid heartbeats and 
Senate Committee hearings. But 
basically it all comes down to this: 
Either you’ll become the sole hero 
responsible for saving the Earth for 
inerations, or we will all have wasted 
a lot of time worrying about recycling. Call 1-800- 
340-7888 for more information or to order. 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


If you come across anyone selling releases from 
te, please do not support them and do let us know. 




